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The Mischantress’ by Tim Von Rueden. See page 138. 
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Welcome 



To where things stay interesting 




Sketches are my favourite part of the art 
process. Don't get me wrong, I love a finished 
piece that exudes a confident vision which only 
comes from hours of getting every stroke or 
pixel just so. But the freewheeling excitement in 
sketches - where artists don't hold back, don't 
over-think, don't censor - is hard to beat. 

Case in point: Wes Burt's faces. It's used on 
this page as a background, and when you see 
it in full on page 39, its explosion of distinct features, expressions, 
angles and lines all merge together to create a beautiful chaos. There'd 
be no earthly reason to take such a familiar head sketch exercise to a 
finished stage; it remains a compelling piece of art in itself. 

This book is about such captured moments bursting with creativity, 
straight from the minds of the finest illustrators around the world. 
Whether made by pencil or stylus, sketches may be loose and 
generous or precise and economic, but all reveal something about the 
pure fun of creation. 

Of course, you can never have too much of a good thing. If you 
haven't seen the previous two volumes of this sketchbook series, 
head over to page 174 to get hold of them. And if you don't know of 
ImagineFX magazine, which has put these collections together, see 
what it's all about on page 176. There are sketches, full workshops, 
interviews, features, and much more besides, in every issue... 

For now, I really hope you enjoy this collection, and get as much 
inspiration from it as you can. The magic is right there on the page, so 
what are you waiting for? Enjoy! 


Beren Neale, Editor 
Sketchbook Vol. 3 
beren.neale@futurenet.com 
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Dive into the minds - and the sketchbooks - of some of the world's best 
fantasy and concept artists and illustrators... 



Arman Akopian 
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Anwin Ak^pcan 

The Airmemaw-mK wnoept artist is inspired 6y folk 
tales fnm his heritage and Western pvpmlar oaitrre 




Arman Akopian 

COUNTRY: Canada 

Born in Armenia, at the 
time part of the USSR, 
Arman moved to Canada 
in the early 90s, studied 
3D animation and started 
his career in video games at Ubisoft 
Montreal. In 2008 he joined the Eidos 
Montreal studio as a lead character 
artist, then became a full-time concept 
artist and illustrator. He’s currently 
working for Ubisoft Montreal again, 
novamesh.blogspot.ca 




MERC 


“A character sketch of a 
mercenary, done in pencil. 
My sketches tend to be more 
about what characters might 
feel like rather than the 
details of design.” 


HEROES 

OFSASSOUN 

“The ancient Armenian epic 
called The Daredevils of 
Sassoun’ was my favourite fairy 
tale when I was a kid and now I 
have the pleasure of reading it 
to my own kids. Here I tried to 
imagine how its characters 
would look if I designed 
them for a cartoon 
feature.” 


V ve always had a 
fasoinativn with 
female andnids. 
W hi dvesnt 1 ” 
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“I’ve always had a fascination for 
female androids. Who doesn’t? I 
guess that primal hunter with the 
donkey ears feels very 
comfortable in the company 
of a fern bot and a sexy 
ninja girl...” 


“I started with a possible 
sci-fi battle scene, then 
turned to a cartoony 
character face mashup. And 
then I decided to try to 
imagine what a fantasy 
fortune teller would 
look like.” 


■' “I was really impressed with the new 
Godzilla, so the morning after, I started 
my work with a lizard-like warmup 
sketch. Then I jumped right back 
sNvinto my comfort zone of robots 
%^x- 4 nd big-eared creatures.’’^^^ 
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ANIME 

VIBE 


SKETCHES 

“I start the day with opening 
a blank Photoshop file and just 
keep it to the side of my main work. 
When I take breaks, I doodle whatever 
comes to mind. This allows me to keep 
a fresh mind and it’s just fun to do. 
Sometimes I end up with an idea or 
two that may be worth taking 
further than just a sketch.” 


“I started the day with Elric of 
Melnibone, then remembered that 
it’s been a while since I watched 
Nausicaa, which eventually led my 
thoughts to ninjas. (I love ninjas. I am 
one myself, but don’t tell anyone.) Then 
the same anime vibe brought me to 
another giant robot - the Getter. 
Staying on the 80s wavelength, 
this in turn led me to paint 
Themis, the girl from the 
Ulysses 31 series.” 


MASTER 
AND PET 

“Sketches for a story idea about a 
primal tribe of humanoid creatures, 
their pets and the demons that 
hunt the land they live in.’W'' 
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Artvwi 


“Some research sketches 
of the main hero of an Armenian 
folk tale, David of Sassoun, mixed 
up with a sketch for the main hero 
of the Thief game, Garret, and 
some action-posed thug slash 
dark hero type thing.” 




“A random page. Here we 
have Bruce Wayne, some 
pissed-off golem thing, a 
cartoony Paganini, an outdated 
cyborg dude and some 
environments.” 


Sketchbook Vol. 3 ImSpicIX 












r 






“As you can see, I really love sketching female bodies 
- they are the most enjoyable forms to draw or paint. To 
compensate for staying in my comfort zone I try to incorporate 
more gestures and body language in my art in order to 
improve it. The stars and moon and long hair shapes 
are largely inspired by Art Nouveau and the 
works of Alfonse Mucha.” 
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( love shetrhory 
female trvdues - the 
mvst erjvyable fvrm 
tv draw o rI?sunt' 


Olga Andriyenko 

COUNTRY: Germany 

Olga Andriyenko was born 
in Ukraine but works in 
Germany as an illustrator, 
comic/manga and 
concept artist, character 
designer and 2D animator. You can see 
her work in award-winning games like 
Deponia and The Night of the Rabbit. 
She currently works mainly for the 
games industry, designing fantasy 
creatures and magical places. 
portfolio.asurocks.de 


oU AhArMthJur 

The dUstratvr reveals her love vf dejputwy 

the fertile bvdy awd her stynatwe fieiy red haur 


HEAVY METAL ROCKSTAR 


‘“Heavy Metal Rockstar’ was the topic of a 30-minute speed 
painting group, and I love metal! So I drew this crazy rocker chick. 
I always have a brush pen filled with red ink with me, so I can 
paint some fiery red hair anytime!” 
















\ 



“I have always enjoyed dark and creepy 
themes and watch all existing horror movies. 
There was a Halloween theme challenge with 
the topic ‘Demons Within’ and I immediately 
had this picture in my head and drew it 
with some brush pens.” 


“One of my favourite things ever 
is designing characters - how they 
look, what they wear and how they act. 
Exploring facial expressions is pretty fun. This 
is Kohia, a character from the graphic novel 
project I have been planning for years now. 
She is a schoolgirl who is an apprentice 
voodoo priest in her free time.” 




“Most of the times when 
I doodle around I come up 
with new characters. This 
time it’s a cute cave babe 
doing her thing in the stone 
age. I can really imagine her 
being animated for a cartoon 
or having a small comic 
series of her own. This is 
drawn with my favourite 
sketching tool, the red 
Col-Erase pencil.” 
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“I got bored of my usual 
anatomy reference practice, 
so I came up with the idea of 
drawing poses from music 
videos. These are from one 
of my favourites, r Why don't 
you love me?' by Beyonce, 
She's so expressive 
(and sexy) 
in this one'" 


“Flowy long hair is 
kind of my thing, like 
black and red ink. And 
in this pic it paid off 
that I had pet rats 
for many years.” 
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Fr-ed A uats 



Wrnewkew wtwun the mi/unys of Owed 
Cnnenftry find Dftft Punk,jvm will find. 



Fred Augis is a concept 
artist and illustrator 
currently working in the 
video game industry. His 
clients include Ubisoft, 
Wizardbox, DTP Entertainment and 
many more. He’s channelled his skills 
into projects at Arkane Studios, Torn 
Banner and Dontnod Entertainment. 
www.fredaugis.tumblr.com 



“Rockets are a fascinating 
object of war and virility. It’s fun to 
push the boundaries until your image 
becomes absurd, with over¬ 
abundant muscles and tattoos.” 


“I like to add graphic symbols 
to my compositions to inject 
more impact. There’s certainly 
something symbolic about 
this snake.” 
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SERIES 5 


“Technological heads and 
masks often bring about a weird 
feeling that I like.” 


It'S (Mjpvrtant tv Yv^t that I oaK onatt 
sy^n/rds that an wry different tv others .. ” 


“The shape of 
active movement 
is an integral part of 
the composition for 
me, personally.” 
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ROCKET 
SERIES 3 

“This pin-up sketch is my twist on the 
cliche of a good-looking girl riding a 
rocket. How did I do?” 


r T7Wj StiWtl 
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MERCENARY 

“I like to integrate teeth into 
my masks. There’s something 
pleasing about the nonsense of a 
carnivorous cyborg. You wouldn’t 
want to marry one.” 
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OTHER 

TATTOO 

“The notebook is where 
all my sketches start 
their lives - I use a 
large moleskine 
sketchbook with a 
2B pencil.” 


TECHNO 

CLOTHES 

‘Some research doodles for 
character design.” 
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Wylie Beoiurt 

H-Cr paittujs YW djjbtal and traditional bnedia, 
oreatuj hunuitane(JHsiy i jritn and playful units' 



Wylie Beckert 

COUNTRY: US 

I ■■ 


■ Wylie is an illustrator and 
AEt fineartist with a love of all 
things fantasy. Her work 
blends pencil linework 
1 with transparent layers of 
ink, watercolour and oils to create 
paintings with flowing lines, rich 
textures and a dramatic balance of 
light and dark. Her illustration work 
has appeared in books, magazines, 




advertising and the pages of Spectrum 
21 and 22. 

www.wyliebeckert.com 


“Here I wanted to explore a 
contrast between blindness 
and sight, and between 
acquired knowledge 
and intuition.” 


“Any excuse to draw a pangolin! I 
let the pattern of the animal’s scales 
inform the armour design.” 


QUEEN OF CLUBS 


“Here’s a look at how one of my pencil drawings 
comes together: I nail down the rough sketch in 
Col-Erase before making the final pass 
in graphite.” 


often a wdl evdve 
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THUMBNAIL 
SKETCHES (QUEENS) 

“Often a piece will evolve quite 
a bit from the thumbnail stage - 
but it’s still helpful to get my 
ideas on paper at a 
small scale.” 
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strong starting point 
for the Queen.” 


“Reference material 
in action! Many of the 
forms in this piece 
were inspired by (or 
lifted outright from) 
my earlier tree 
studies.” 


“I sometimes like to draw 
without any particular plan in 
mind... Every now and then, 

I hit on something that’s 
worth exploring.” 


v /CjSf I 

OF SPADES 

“Revisiting the concepts 1 


brainstormed for the King 

l£>¥. 1 

of Spades gave me a 
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KING OF SPADES 

“The first card in my ongoing illustrated 
playing card series, Wicked Kingdom. A tight 
pencil drawing is the starting point for 
all of my paintings.” 


r '( fry tv jrazk Wy 
drawmas witk detail, 


especially if it adds 
tv tie narrative" 


KING OF HEARTS 

“I try to pack my drawings with a ton of detail 
- especially if it adds to the narrative of the 
piece, like the Bleeding Heart flowers 
in this illustration.” 
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TROLL WITH 
HUGE TUSKS 


“Most of my sketching is very 
scrappy - a necessary evil - before I 
can get on with painting, but I do get 
caught up in the characters, needing to 
establish someone believable to hang 
the narrative on. The tiniest tweaks 
to a nose, brow or jawline can make 
a huge difference, so it can be 
difficult to stop. Occasionally I 
stumble upon it and instantly 
know ‘There’s my 
leading actor!”’ 


“I’ve always loved dwarfs, especially 
the grooming of their hair, beards and 
moustaches. It can be difficult to see how 
they’d angle any food or ale in, but I feel a 
need to keep to a certain iconic look. 
Even if I’m tempted to festoon them in 
plaits, rings and trinkets, they end 
up pared down to that 
simplified look.” 


re ( often kavejreat Ue^ 
and kaj?j?dy santrtrle aw 
mly tv find that ideas 
jnst wvnt ft tvyetUr 
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Paul 

The veteranyaw^es industry desyner and dUstratvr 
intndAoes ns tv kti dwarfs^yvtrlms and drayvns 


Paul Bonner 

COUNTRY: Denmark 


DWARF 

WITH HELMET 


Born in Yorkshire, Paul 
studied illustration at 
Harrow College. For some 
years he worked at Games 
Workshop in Nottingham, 
including on Warhammer 40K, and 
has also done art and design for World 
of Warcraft, French game publisher 
Rackham and Swedish game company 
Riotmind, which produces both online 
and boardgame adventures. 
www.facebook.com/paulbonnerart 





















LITTLE 

SHRUNKEN HEAD 

“This was sketched from life, or death I 
suppose. A little friend I got from wizard 
sculptor Thomas Kuebler. I should do it 
more - it’s quite relaxing, drawing 
something that is already there without 
having to tax my imagination. A good 
reminder of how it’s always about 
looking - and understanding 
what you’re looking at.” 


DRAGON 

“This will eventually be a 
dead dragon, thanks to Beowulf. 
He’s not there yet. His top jaw will 
be caught on a rock, the bottom one 
hanging loose. Very tricky jaw angles, 
and deceptive perspective when the 
jaws are open. When I get around to 
painting it, it will be fun to try to give 
the dragon a hint of character or 
personality yet not stray too far 
from a cold and primitive 
reptilian force of 
nature.” 


DWARF WITH HAMMER 

“This was more of a ‘technical’ drawing, as I was far 
from sure how to get his armour and accoutrements to 
sit properly on his body. I often have great ideas and 
happily - or naively - scribble away, only to find that ideas 
just won’t fit together. Then it’s compromise after 
compromise until the whole thing is diluted to 
nothing, scrapped and redone.” 
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BEOWULF 

“Here’s Beowulf 
entering Grendel’s lair, 
knowing Grendel’s 
mother is waiting. Early 
sketches trying to show 
him not so much as an 
invincible hero - boring! 
- but rather a very 
apprehensive warrior, just 
being sensible and 
careful, not knowing 
what to expect. It 
will all be down to 
the eyes!” 
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WOLFRIDERS 

“I knew the body 
language I wanted for the 
goblin, just had to fit him on 
a wolf. I love doing animals, 
so it was fun - like with the 
dragon - playing with giving 
the wolf some character, 
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without falling over into 
cliches. I wanted an 
animal, not a 
monster.” 
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GOBLIN 
WITH STRIPEY EARS 

“Beady eyes. Big noses. Jagged teeth. I 
never get tired of goblins scuttling around in 
my imagination. It’s just difficult settling on 
characters when tiny tweaking can change 
everything. I suppose I’ll just have to do 
a painting with hundreds of them 
in it. One day.” 
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LAST DWARF 


“Playing with ideas for Beowulf’s 
boar’s-head helm and face-hair. 
Sometimes something that looks okay 
from the front just looks silly from the side, 
or is just impractical. Would the helm’s cheek 
armour press down into his moustache? 
Would the moustache ends be on top of 
it? Could he tie a strap under his 
beard? Where will his ears fit? 

See? Who’d want to be an 
artist?” 
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The Atvmka^k artist mreals a shetMmk that mixes 
images fnm the unajinatim ami j?lujtvymj?ky 



Charlie Bowater 

COUNTRY: England 


Charlie lives in the 
north east of England. 
She works as a concept 
artist for Atomhawk by 
day and is a doodler of 
everything else by night. 
www.charliebowater.co.uk 




“A little compilation sketch that’s 
half-painting, half-sketch. This was based on 
rhythms and dancing after I ended up 
with a particular song stuck 
in my head.” 



SARINA CONCEPT 

“Some early concept sketches for the design 
of Sarina, the young protagonist from 
Atomhawk’s The Realm project.” 


ORCHID 


“This is a fun character study inspired 
by the Princess Amidala character from 
the Star Wars prequels." 
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PORTRAIT 


“I wanted to work some slight 
feline features, such as the nose and 
ears, into this character study.” 
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LYING 

COLOUR 

“A lunchtime sketch that ended 
up being a little more! No particular 
character in mind but a definite 
mix of Game of Thrones and 
Star Wars served as the 
inspiration.” 


RABBIT 

HOLE 


“An Alice in Wonderland- 
inspired sketch. I recently 
began working on a faerie 
tales series and this is the 
next potential artwork in 
the lineup.” 
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ANATOMY 

SKETCHES 

“A group of sketches based around 
a bit of anatomy practice. There’s 
a mixture of sketching from 
imagination and sketching from 
some photo reference.” 


SET OF 

DEMO SKETCHES 

“A small group of very quick 
sketches that were originally 
created during an Atomhawk 
Design live demo, all about 
concept art.” 
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Sergi Brosa 

COUNTRY: Spain 

The Spanish-born artist 
currently runs his studio 
Fury Beats in Barcelona, 
where he concentrates 
on concept art for video 
games. He is working on a set of vinyl 
figures based on his own characters, 
and running a successful Patreon site. 
“I love to develop characters and 
vehicles, thinking about fashion design 
and colour combinations,” he says. 
www.sergibrosa.blogspot.com 


“The main character. 

Really strong for a girl, she is 
always getting into trouble. She 
had a difficult childhood, which 
made her tough. She works with 
her big brother robbing carriages 
in the wasteland. She’ll soon 
discover something that will 
change her fate.” 


















couldn’t create all these 
universes without his brilliant 
mind. We are a team now, 
and call ourselves 
Fury Beats.” 
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“One of the Parche Blacksmith 


gang from our Atomic Delivery 
game. He is a blacksmith, and the 
one who makes the deals with 
players to costume them and 


W / 

create new and amazing weapons. 


fx He is based on my friend and 



brother Jean Paul Egred. 1 
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“These are supposed to be environments 
where we can find these gangs of people 
in the stand-by videogame project 
called ‘Atomic Delivery’.” 
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“Characters for a videogame we are 
developing. A crazy racing game, with races 
to the death. We are developing a lot of art and 
content for the story, vinyl figures and more. We 
are also in touch with companies who could 
be interested in producing it for PS4 
and Xbox. Fingers crossed!” 


“This is one of the main 
characters in the Atomic 
Delivery game project. He is a lone 
wolf, someone who deserted from 
his army to fight against it 
after discovering 
the truth.” 


“This is the concept for the main 
villain’s vehicle. He would be sitting 
on the throne, while his driver 
drives very fast chasing 
their enemies.” 
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Wes works out of 
San Francisco at the 
offices of Massive Black, 
as a concept artist. He’s 
produced art for films and 
games, most recently the Dinobots for 
Transformers: Age of Extinction, and 
The Sims 4. He’s a huge fan of 
sketching on paper, either in a 
Moleskine or on pads of Bristol paper 
that are scattered around his desk. 
wesleyburt.tumblr.com 



“Sometimes I start working 
up drawings of forms and 
shapes in a more abstract manner, 
and then bring it all together 
through rendering and uniform 
lighting. It’s a real mix 
of improvisation 
and retooling.” 
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FRENCH 
JAEGER PILOT 

“I did this one after seeing 
Pacific Rim. I was just having 
fun drawing at a brunch 
place in town.” 


FLYING 

LOTUS 

“As I was working on the 
Thundercat drawing, I had 
ideas for a compatriot of 
his, Flying Lotus.” ... 


ENTANGLEMENT 

“I had this image in my head of 
a page filled with a sea of heads 
- not quite a crowd of people, but 
forms flowing in and out of each 
other a bit and lots of interesting 
features to drift around 
and look at.” 


THUNDERCAT 

“This started as a quick 
sketch of a musician, 
Thundercat, sort of taken into a 
sky pirate RPG idea. I took the 
original sketch a lot further for 
this drawing and worked up 
the whole body.” 
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SOOTHSAYER 

“This page started out as 
some random sketches and 
doodles but quickly became all 
tied together, and I worked it up 
as a character for a world I’ve 
been envisioning.” 










“This was a fun drawing I worked up for a 
group show in San Francisco, where each artist 
did a two-page spread in a Moleskine. They were all 
framed identically and it was cool to see all the 
different ideas and mediums each artist 
chose to work in for their pages.” 


“This image started fairly 
improvisational, but I found 
some interesting lines and 
shapes in the early sketch 
phase and then the idea 
really took hold.” 
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“There’s a storefront in the 
Mission district in San Francisco 
that has a huge wall of luchadore 
masks for sale. I was always 
interested in the way it looked, and 
thought it would make for a 
great sketch.” 
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Devon Cady-Lee 

COUNTRY: US 


Devon is an illustrator 
■ originally from New York 
J City, who's been working 
IkHLjfl >n the games and 
WMJm entertainment industries 
for nearly 10 years. He currently lives 
in Seattle, where he works for Motiga 
Games as a concept designer on the 
upcoming title Gigantic. 
www.gorrem.tumblr.com 





















“I think this was inspired by 
Lone Wolf and Cub, a well-known 
manga. Sitting in a coffee shop 
sketching is where a lot of my 
drawings tend to happen.” 




r My take m ommoten 
DiAn€ u kwcd on oios€ stvufy 
of the text desznjrturw' 


“Portraits from Dune. My take 
on the characters is based on 
close studies of the text 
descriptions, as well as my 
own artistic licence.” 


EYESTAB 


“My worst fear is being 
stabbed in the eye, and 
that’s pretty much what 
inspired this sketch.” 
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CARICATURES 

“Here are some digital 
sketches of comic book 
characters and people I saw 
one day. One of them is 
a character from 
Y: The Last Man!” 


YA JUST CAN’T 

“People sketched in a cafe. 
Observing people in their 
natural habitat reveals 
expressions that I don’t 
normally see from 
a model.” 


MORNING AFTER 

Sometimes that moment in 
the morning is so awkward, 
you’ve just gotta laugh!" 
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“A creepy dude with his 
eyes burned out, who’s also 
from the Dune books. I tried to 
capture an urgent feeling 
in his pose.” 


“Paul Atreides from 
Dune, as a hipster I 
guess? I’m really into 
this sci-fi classic.” 
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list includes a children’s book with 
Random House. 

billcarman.blogspot.com 


MONSTER 


“A great project where I did lots of monster 
drawings for theatre design. I could hardly 
turn down a monster project.” 


'I’ve caught a lot of fish, 
a few of them hairier 
than others.” 


"It’s great to let the 
pen just go. My 
sketchbook is a 
safe haven.” 


Roll Catyy^tK 
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Since graduating with a 
BFA in illustration and 
visual communication and 
an MFA in painting, Bill has 
freelanced and exhibited, 
and has been included in annuals like 
the Society of Illustrators, Spectrum, 
3x3 and American Illustration. He’s 
even finagled some medals. His client 




0 fl 

0 


ImSginefX Sketchbook Vol. 3 




























vsiny different twIs 
K /tW sheVokbmL is ItA 
'Wr for the course ■ (/tv 

i pen whore' 


*¥'4 




r. H 


J 








\ - 


THE REAL 
ROCKET MAN 

“Of course personal history is a 
must in my sketchbook. Using 
different tools in my sketchbook 
is just par for the course. 

I’m a pen whore.” 
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HEROIC 

“There are no repercussions 
for sketchbook work, so I can 
poke fun at whomever 
I want.” 


eqRecTiLe 
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“Even with looming 
deadlines, sometimes ya 
just gotta play. I never 
stop sketching. And I 
have lots of pets.” 


“Sketchbooks aren’t just 
for pencil or pen. I love to draw 
with paint. Rarely I finish 
something and someone will 
buy it from my sketchbook. 
Very rarely.” 


V if* V 
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“Flight, my superhero 
wish. Always make time to 
keep an active sketchbook no 
matter how hard, how bad, or how 
little time you have. I love drawing. 
Sketching from life is best but 
finding time is difficult and 
drawing from a photo will 
do just fine.” 


‘Simple can be beautiful. Humour can 
be serious. And obviously at some 
point we have all contemplated 
being a rhinoceros.” 
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IN THE 
BAND 


“A guy I played in 
a band with. 
Sometimes my 
sketchbook is not 
enough. I have scraps 
and pieces of paper, 
including antique 
pages, surrounding me 
in my studio. When I 
feel the urge for a 
different surface I grab 
something and draw 
or paint. Sometimes 
I’ll paste them into 
my sketchbook or 
find them 
another home. 

Or I just lose 
them.” 


DUOPUS 

“This is a typical 
excerpt from my 
sketchbooks. Mostly 
ignored cousin of 
Octopus.” 
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Iris Compiet 


COUNTRY: The Netherlands 

Iris is a freelance illustrator 
Li and concept artist. She 
|fl^U| sees herself as a visual 
H storyteller and is working 
on her own children’s 
books about weird witches and not so 
scary monsters. Iris won an award for 
best fantasy novel in the Netherlands 
and has exhibited in Europe and the 
US. She likes the weird, the wonderful, 
the whimsical and the mysterious. 
www.eyeris.eu 
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SKETCH 

PAGES 


“These are typical pages in 
my little Strathmore sketchbook. 

I never really have anything in 
mind when I begin sketching. It’s 
sometimes an idea that’s forming in 
my head after seeing a photograph 
or something random on the streets. 
My sketchbooks are my playground 
- it doesn’t have to be perfect but 
it’s all about fun. Gesture and idea, 
that’s what’s happening here. 

Trying out things, studying, 
observing.” 
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MISFORTUNETELLER 

“This piece started out with the sketch below, a loose 
doodle done whilst sitting in a cafe in Belfast. I saw a picture of a 
skull somewhere earlier that day, a fused skull. Whilst I was trying to 
see if I could work with pen - I’m not very good at cross hatching 
neatly - I just added that eye in the middle socket. The second 
sketch came immediately after. These two were the only 
sketches I did - every decision was made while 
working on the final piece.” 


r '( nev-er r-ealivj km anythery in, mind 
when ( try in shetohuy. My sketMwh 
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Sketchbook Vol. 3 

























CONCEPTS 


“Fora novel published in 
Germany, I was asked not to illustrate 
the story but to create concept art and 
sketches for the characters, creatures, 
environments and vehicles, as if for a movie. 
The writer and I worked closely together, 
and in the end he even changed the 
text on certain points because he 
liked my concepts better 
than his own.” 


“I’m fascinated by mermaids 
but I was searching for a different 
kind, a different race upon the 
evolutionary ladder of mermaids. I 
read about the Lamprey eel and I thought 
that would make for a very interesting 
mermaid: one that will lure her victims 
underwater and attach herself to them 
to drink them dry - kind of a vampire 
meets mermaid. The sketch was 
quick and meant to get 
the feel and mood I 
was after.” 
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ABDUCTED 


“These sketches are part of an 
illustrated young adult novel I myself 
and a co-author developed. In the story, 
the main character is abducted by witches, 
and she sketches everything she sees and 
everyone she meets in her sketchbook. So 
essentially I was the main character, trying 
to capture the world she was taken to in 
sketches. I thought about how she 
would work and what she would 
try to capture in her 
sketchbook.” 


SAKURA 

“A preliminary sketch for 
Sakura, a piece I finished in 2013. 
The idea for this just developed out 
of a single anatomy sketch I doodled 
one day. I thought it was a ‘haunting' 
thing to have a woman floating mid-air 
and tried to find the best way for her 
to have her hands and arms, and 
even her feet. It’s an adventure 
every time, to see what 
works best.” 
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ALICE 

“A sketch for Alice - Alice in 
Wonderland, that is. I found this picture of the 
real Alice, Alice Liddell, when she was older. And her 
expression was priceless. All of a sudden a story started 
to develop of her being driven absolutely bonkers in 
Wonderland. I’m still searching for the right composition 
but the sketch is just a place-holder for the idea. As 
soon as I look at this I see the story and it 
develops even further in my mind.” 


MORRIGAN 

“The Morrigan started out as a simple 
sketch and ended up as a more elaborate one. I 
was playing around with materials and like most of 
my sketches it was meant for fun and to spark my 
imagination. Celtic legends have always been a big source 
of inspiration for me, and especially the Morrigan. I will 
be using this as a preliminary piece for a bigger 
project - I really want to see what happens 
when I try to do this in oils.” 
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“In my sketchbooks, ideas are everywhere. 

For instance this is an idea for Athena with her 
owls - ‘Athena Nocturna’ will be the title. Again a 
piece I will work on some more when I find the time 
and inspiration. And some really quick, simple sketches 
for Marie Antoinette. Sometimes I make lots of 
sketches but most times I have one or two and I can’t 
wait to start on the final piece - I’m impatient to see 
what happens. And I like the adventure. I don’t 
want to map out every decision there is. 

I will see what happens most 
of the time.” 


CHAOS 

“Again, typical sketchbook 
- everything is everywhere. To 
many this might be chaos and a 
mess, but to me it’s learning, evolution, 
ideas. Anatomy is something I try to 
study as much as I can. Most is just done 
from memory, so there’s bound to be 
mistakes, but I want to keep it flowing 
and natural. When I do find a pose I like, 

I will study the real thing and see how 
the human body reacts to that 
particular pose and if it’s 
even possible.” 
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Paul Dolan 

COUNTRY: UK 


jptt| A traditionally trained 
P artist, Paul has 16 years 
" _ experience working in 

the video games industry 
on titles as diverse as 
Warhammer 40,000: Kill Team for 
THQ and Driveclub for Sony. He is 
currently expanding his client base by 
moving into TV, film and advertising 
and splits his time working between 
the North West and London. 
pauldolan.artstation.com 


MUTANT 

FAMILY PORTRAITS 

“I can’t help but fill my pages 
with notes... from criticisms of 
the work itself to ideas for the 
next drawing and how a 
design may evolve.” 


FLATHEAD 


f “I’m fascinated by the grotesque 
and this seems to always end up in 
my work. I just love to play with 
distorting anatomy.” 
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INDUSTRIAL 

WORKERS 


“I’m working here to blend technology 
with basic clothing, in this case boiler 
suits to give an industrial feel to 
the designs.” 


DISTORTED FACES 

“I always try to create bold 
shapes as well as bringing some of 
the character’s persona across 
in the design.” 
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TENTACLE HEAD 


“An initial sketch of the creature and another page 
working out the arm detailing - working digitally and 
being able to duplicate and iterate helps with 
this process enormously.” 
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‘This is an A3 drawing 


completed with Conte 


crayons and took about an 


hour to complete. 
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“I started to work directly 
in pen as it really makes you 
think before you commit to 
a line. This is a 15-minute 
sketch of the life 
model.” 


‘Experimenting with a fibre-tip 
pen gave this image a 
rougher feel than usual.” 


LIFE DRAWING: HEAD SKETCH 


‘Five-minute poses are tough but essential to develop 
your drawing skills. Note that the lines here are a lot 
looser than normal as it was a fight to get the 
image completed in the time.” 


Pwlbolms 


LIFE DRAWING: 
SEATED MAN 

“With only a pen to work with I find 
myself using contour lines to describe 
the form of the body, and different line 
weights help define edges.” 


LIFE DRAWING: 

MAN STANDING 

“This is a 20-minute pen sketch. You can 
see the small ‘dots’ all over the image 
- these were my first marks and 
measurement points.” ... 
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Tara Fernon 

COUNTRY: US 


Tara works on a 
sustainable-living farm in 
Redmond, Washington, 
US, and her first big break 
was when she was chosen 
by Jon Schindehette to be his concept 
art/illustration intern at Wizards of the 
Coast for a summer. 
www.tarafernon.carbonmade.com 




“A seven-headed serpent 
is the symbol of Cambodia. 
You see it everywhere there, 
alongside religious 
symbols. I drew this when 
I returned home from 
holiday there.” 


“This is a drawing 
I did for an art blog. It 
was supposed to focus 
on the frightening and 
unusual. I tried to draw 
the beast’s faces as if 
they were looking at 
something shocking. 

I love the goat’s 
expression.” 


r i tried tv draw tke beasts faces as 
if they were Iwkiyy at svmetkuy 
skvehyy. i love tke y vats egress urn 


MONKEYS 


“The Monkey’s Paw is a 
great story. If you thought 
his paw was bad, the 
rest of him must b 
pretty sick.” 
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“This will always bring me back to Vietnam 
because the circles in this sketchbook drawing were 
from me tracing around the cups in my hostel. 
This is another one for the odd art blog.” 


Sketchbook 
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WARDOG 

“While I was drawing this, 

I imagined the feeling of being 
laid out in the snow and just 
how cold it must feel. That’s 
what high school in Colorado 
felt like during winter!” 


TIGER 

HEARTS 

“Tigers seem to come up in my 
drawings a lot. I just feel like 
sometimes, you need to draw a 
demonic tiger over a platter of 
sacrificial hearts. Yeah, that 
looks good.” 
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ODYSSEY 

CIRCE 

“I started doing an artist’s study 
of John Waterhouse’s Vanity. I tried 
to transform it into something else. I 
love depicting stories, so I turned it 
into Circe from the Odyssey, because 
I’m inspired by mythology. I love this 
drawing so much that I decided to 
do more of Odysseus’ travels 
and am now working on a 
series of them.” 


ODYSSEY 

SIREN 

“This is my favourite drawing 
right now. This is the second piece 
in my personal project for 
illustrating parts in the Odyssey. 
Can you see Odysseus’ ship 
in the waves?” 
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Tony Foti 


COUNTRY: US 

Tony Foti is a freelance 
illustrator who landed his 
first job painting cards for 
the Warlord CCG and has 
since created imagery for 
books, magazines, board/tabletop/ 
video games, trading cards and film. 
These days he regularly contributes 
to Dungeons & Dragons and Fantasy 
Flight Games’ Star Wars, The Lord of 
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JESSE 


“This is an old one, but Jesse 
was one of my favourite models to 
draw in school and I think it shows. He 
posed like someone who was an art 
model for a living, basically. If the 
chance comes up during a long 
session, I like to get in close and 
do a quick portrait.” 


FIGURE 2 


“As I now do with my illustration 
sketches, here I’m cutting down the 
number of lines I’m using to 
describe forms.” 


FIGURE 1 


fl 


“It’s probably not that 
surprising, but my sketchbook 
is almost entirely figure 
drawing. There are some 
nature studies and such in 
there, but it really is just a 
sea of naked people and 
their faces.” 
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DEBRIS SPRAY 

“Back before I got hold of a 
Cintiq, I was always having to make 
the decision between drawing 
digitally and having it be a bit rough 
around the edges, drawing traditionally 
on 11x13 and scanning it in, or drawing 
huge and taking a photo. Each has its 
pros and cons, but this was a DnD 
job where I went the whole hog 
and drew it 18x24.” 
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"These days i draw digitally, 
if saves a lot of tunc and kelps 
retain the freshness of the sketch" 


HOTHTROOPER 

“An assignment for Imperial Assault, 
actual illustration work this time. This is a 
good example of how I’m working these 
days, drawing clean and digitally so I can 
use the lines later on. It saves a lot of 
time, and helps the final retain the 
freshness of the sketch.” 


PILOT LUKE 

“This is one of my early sketches 
for Fantasy Flight Games from 
when I was still in art school. I can 
feel in this one that I’m starting to 
question spending all of that 
time on value and have left 
more areas unshaded.’" 
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“Originally I’d put Chewie 
and some other bar patrons in 
the background of this one, but 
it was (reasonably) suggested 
that the final should just have 
the Jedi master.” 


OSKARA 


“This was an alternative 
idea I had for the Oskara 
illustration. I knew some of the 
lines could be incorporated into 
the final, so around this time I 
started doing more of my 
sketches digitally.” 


“There was this one wild weekend where I 
got to help Fantasy Flight design a bunch of 
the figures for Imperial Assault, and this 
wookiee was a favourite of mine.” 
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VERNOOY 

KILL 

“This pond in a Catskill 
stream fascinates me 
because of the 
reflections and 
transparency of the 
water, effects that 
cameras can’t 
capture.” 



James Gurney 

COUNTRY: US 


James Gurney is the 
author and illustrator of 
Color and Light: A Guide 
for the Realist Painter, 
Amazon’s number-one 
bestseller in painting for 150 weeks. 
He’s also the creator of the New York 
Times best-selling Dinotopia books. 
jamesgurney.com 



JAYCHAPMAN 


“I sat behind this gentleman at a performance 
and was fascinated by the planes of his 
face and his silhouette.” 
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OOMMlfNAUTE TARIFAIRE DE GENEVE 

unirsbo 

VALA6LE: 27.09.2008 

JUSOVA: 11:08 HEURE 


r On, rwj first trip tv B AgArA, ( twk vkAj n 
sfetMvvf nrA a tajM rtcvrcUr arA left the 
wvrzm fit kvrw. rUt fvreed rr^c tv Ivvf ” 


ALTERNATIVE 
REALITY, JFK ELF 

“Some of my sketchbooks record a trip through an 
alternative universe. A 'grandchat’ blocks a back alley of 
AltGeneva, while a dwarf waits in JFK’s underground 
terminal.” 
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LONDONER 

“On a long flight from London to 
Cleveland the other day, I sketched a 
portrait of the gentleman across the aisle 
from me. He didn’t look over.” 


GRINNELL LIGHT 

“The mysterious light on 
Grinnell Street. In actual fact 
the street is evenly lit, but 
I painted lighting that 
only imagine.” 
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“At a pub in the Catskill Mountains in 
New York, I attended a tribute concert 
for Irish whistle player Mike McHale.” 


“This harbour in Wales has 
tides so low that the boats 
settle on double keels, or 
else they would tip over.” 




“She poseed for me for this 
half-hour portrait. It’s like sketching 
someone on a subway. I tried to just 
glance at her discreetly out of the 
corner of my eye.” 


i LcnotAKP 
t &o9^ \XA 

t> Pfi-oA* 
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“Thinking like an animator, I look for 
action keyframes. When I see a good 
one, I flash my eyes closed and try to 
recall the basic silhouette and 
structure.” 


1 
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driver just waited, leaning 
against the truck.” 
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FIELD COMBAT 


“Looking at 16th century German field armour 
in a museum, I imagined the scene taking place 
with real people outdoors.” 


r 'uke OK ahMWtVt', I 
ftr acturti kyfratnes, fketi 
plvs€ try yts atA -tty tv 
wall the irasu> sdkm^m' 
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RUTSEN SWAMP 

“This is a weird and haunted place where a 
town once stood. A millionaire bought all the 
houses and tore them down.” 


*.\*}E*9 AlOK* (bJTj£H ft 


AMTRAK 

STATION 

“Train stations are the 
setting for a thousand little 
human dramas of arrival 
and departure, The cool 
light from the big window 
contrasts with the sharp 
warm lights.” 
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Dan Howard 


COUNTRY: US 

Dan is a freelance concept 
artist and illustrator in 
Los Angeles, California. 
His past work includes 
Ubisoft, Rocket Games, 
Gaia Interactive, Chocolabs and more. 
www.danhowardart.com 




“This is the basic idea of how 
I work. A few thumbnails to give 
ideas of where I want to go. From 
there, I tighten up the sketch as 
much as possible.” 
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“An environment idea. I sketch these in 
lines first, then go in and do a black-and- 
white mood exploration. From there 
I add colour on top. These are 
relatively small and quick.” 
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'Not twy (sUa us jvU, Jtr svune Mys t draw 
famluar ckamctmjNt tv stay um ska/?/ 


‘Not every idea is gold, so some days 
I draw familiar characters just to stay 
in shape, so to speak, and get 
something drawn.” 
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“Sometimes I get to where I think I have a final sketch ready 
for preparation to paint... and then I’ll do something I like even 
more. The figure on the left looked nice for a while, but 
I had a feeling I could sell the pose a lot better with dynamics, 
as illustrated with these two sketches.” 


“This is an idea I had from a 
Minecraft build - basically a tree with 
a small shrine around the base. I wanted 
to explore different times of the day 
in one illustration. These are the 
sketches and black-and-white 
compositions used.” 


i waited tv exflvte, cUfftWKt 
tunes vf the &wj m J^st the 
VhX illwtWtLVft. 
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animated feature films since 1998’s 
Antz, which featured the voice of 
Woody Allen. How to Train Your 
Dragon 2 is its 29th film, and the 
accompanying Art Of HTTYD2 book 
(including over 300 concepts, 
preliminary drawings, architectural 
plans and digital artworks) is published 
by Titan Books. For more information 
on the art book visit 
http://ifxm.ag/ifxHTTYD2 



m & 


THUNDERDRUMS 

Nico Marlet came up with the design and 
look of these thunderously scary dragons with 
his trusty pencil and markers. 


/ ' 
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DRAGO 

Nico Marlet came up with 
the first idea for this character. 
After a couple more passes by 
other artists, Nico then finalised it 
with a dragon-skin cape. 


TOOTHLESS 

Concept artists Tron Mai, Ryan Savas, 
Paul Fisher and Johane Matte 
tackle Toothless. Character designer Nico 
Marlet: “We added a few refinements to 
make him look a little older.” 
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Tron Mai, who has previously worked 
on Kung Fu Panda 2, Tangled, The Croods 
and the first Dragon film, captures the 
peaceful essence of Toothless with this 
rough sketch. 


HTTYD 2’s screenwriter 
and director Dean DeBlois 
sketches characters Toothless 
and Hiccup with pen, 
getting an idea of them 
mid-flight. 


He acUUd ft few 
refiwtywvts tv tmfe 
Tvvtfless Ivvk a IMe vUer 


WATERCOLOURS 

Dean DeBlois works up 
his own pen sketches with 
ink and watercolour, much 
as he did for his first 
co-writing and directing 
project, Disney’s Lilo & 
Stitch, which was 
released in 2002. 















Head of character 
animation Simon 
Otto: “There’s always 
more freedom when 
you’re designing a villain. 
For Drago we explored 
many different hair and 
beard styles. We needed 
a design that felt like it 
was not from the Viking 
world, but we didn’t 
want to be too specific 
about where he 
was from.” 
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Thews ftlwftys vmw 
fmeed^yn whehyj/whw 
desuyhAshJ? ft vdlftiK..'.' 


MORE 

PENS 

Director Dean explores the 
heroes of the film, Toothless 
and Hiccup, from another 
angle in pens. Dean and Co 
have already started work 
on the third instalment of 
the dragon franchise, 
set for a 2016 release. 


DRAGO 


HEADS UP 

These studies by Jean-Francois Rey 
show some versions of Cloudjumper 
In the film he flies with Toothless, 
so the artist wanted a bold look to 
help differentiate the two, 
even at a distance. 



























Sketchbook Vol. 3 













Miles Jfrknstvi^ 

tU English dUstratvr <r^m \*f Us sketMovk tv sUvri 
Us lovt of Visual snetftf>Ur wub &w£vm PvinjPvsitLv^ 
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M| | | English artist Miles is 
^ETji pflj a largely self-taught 
TTiFJ illustrator who recently 
*| r fM moved to Sweden to 

study at an atelier. Having 
finished his studies, he now works as 
a freelancer and also runs the Dirty 
Sponge podcast, in which he hosts 
unscripted interviews with his 
favourite sci-fi and fantasy artists. 
http://ifxm.ag/miles-j 


NO TITLE 

“I liked the way this looks in person. The graphite is shiny 
and the red pen is a lot more matte. As I moved it around 
in the light it reminded me of old shiny 
Pokemon cards.” 




CREEPER 

“Artists have dedicated a ton of their work to glorifying the 
pain and longing of failed relationships and unrequited love. I felt like 
making something to highlight the absurdity of our desires, especially 
when viewed on a truly cosmic scale. Next to the infinity of everything, 
sometimes I feel more like a creepy horny puppet 
caricature than anything else.” 


tmSgmelX Sketchbook Vol. 3 


























Mikf jakhjtvyi 



“This is intended as a visual 
t metaphor of the way biological life 
transforms over time. From organism 
to organism and species to species, the 
j whole thing is one giant, several-billion- 
years-long, seamless swarm of 
\ growth emerging out of the 
planet we inhabit.” 



rke wlurle tku t u w 
jiAKt, s&uvdess jv\wn 
vfqnwtk €^c>yu^ out 
vfthe plm^t W bhiwtrit 
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''A portal opens op next 
to a yvww wnwn in a 
field as she is ynmtmn^ 
the loss of a lover' 


STORM 

“I started this one evening and got progressively 
more drunk as I worked on it to try and really loosen up on 
the markmaking. If you want to try something like this, 
get all the important focal points finished 
whilst still sober”. 


CYBER DUCK 

"Not much to say about this one... It’s me poking fun 
at myself because I’m not very good at designing a 
lot of the concept art standards. 

So, Cyberduck.” 


GREETINGS 

"This was a double-page spread for the 
Moleskine Project #3 at Spoke Art Gallery in 
San Francisco. The idea is that a portal opens up next 
to a young woman in a field as she is mourning the loss 
of a lover. Tiny little creatures spill out of it that are 
equally fascinated and somehow 
sympathetic to her sadness.” 
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“I recently went through a 
big obsession with Klimt and this ™ 
was a tribute to his painting The Kiss’. 
Sometimes a drawing doesn’t have to 
be ‘about’ anything in particular; there 
were a lot of themes in my head when I 
drew this one, but I’d rather leave . 
any interpretation up to 
the viewer.” 













Viktor Kalvachev 

COUNTRY: France 


E Born in Bulgaria, where he 
earned a master’s degree 
in fine arts, Viktor moved 
to the US to work in video 
games, and produced the 
graphic novel Pherone and crime 
series Blue Estate, the latter of which 
received two Eisner nominations. He 
now lives in Paris, where he’s opened 
a studio and developed a video game. 
www.kalvachev.com 


This mr AnwL mhm ttd, wttit mixes ii 
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“A quick drawing inspired by 
the lovely model Rivi Madison. 
Japanese brush and ink over 
pencils on Moleskine.” 


“This is another drawing of Rivi Madison, 
which I started from life and finished 
later. I was inspired by her bursting-with- 
energy curves, and created these little 
creatures and elements based on 
her silhouette line.” 
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‘Inspired by the famous 
red-light district 
in Paris.” 


“Spank Girl and Jean-Luc. 
She is happy to punish, he 
is happy to take it.” ■ 


CHERRY POPZ 


“A style exploration for the intro movie of 
Blue Estate: the game. This character, 
Cherry Popz, is an exotic dancer who’s part 
of both the comic and the video game. 

I ended up choosing the more realistic 
one because it matched the game’s 
style really well.” 
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“When I look at Sergio Toppi’s 
work I always have the urge to draw 
immediately afterwards. This 
drawing happened after I spent a 
couple of hours admiring his art. 

I wish I’d known his work 
when I was younger.” 


“Easter bunny gone 
wild-egg hunting.” 




“This is Shark Girl. 
She’s my top Olympic 
swimmer, who literally 
eats the competition.” 
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Viktor KsAmpIw 



A digital sketch in Photoshop. 
I used a sharp calligraphic ink 
brush combined with a 
soft Airbrush.” 


“A little thank-you note to my 
followers on Instagram when 
I reached my first thousand. I love 
this place and the people who show 
up. I started posting daily drawings 
and it’s where you could see 
my most recent work.” 


SKETCHBOOK COVER 


‘This became the basis of the cover of my 
sketchbook for San Diego Comic-Con in 
2014, with the addition of some colour 
and a little discreet clothing. Copies 
are still available to buy online!” 


( Imk of S-eiyiA To'/p/pis tv< 
i always keivt tke fir dwN 


THANK. 
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Waldemar Kazak 


COUNTRY: Russia 

Waldemar lives in a town 
between Moscow and 
St Petersburg. In 1994 he 
graduated from college 
with an art degree, then 
worked in book design. At the same 
time he produced packaging for 
alcohol bottles, but once he had 
enough of that he got in contact with 
an art director of a Moscow men’s 
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magazine and started a seven-year 
career as a magazine illustrator. 

www.waldemarkazak.com 


SCI-FI PIN-UP 

“A work-in-progress piece 
showing someone operating 
computers with their hands. I did 
this for an energy company’s 
corporate calendar.” 


APPLE PIN-UP 


‘Just a piece of personal art. Although I did 
have a playing card project in mind when 
I drew her.” 


TWO 

MEN IN TIME 

“Characters for an illustration in 
a book of stories about time 
travellers. The stories were set 
during World War II.” 

















BOUDICA 

“I wanted to paint the 
queen of the British Celts 
who led a rebellion against 
the Romans.” 


MAD CAT 

“This was the 

development of an idea for 
some card art. The client 
worked at a factory that 
produced food 
packaging.” 
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RED BEAR 

“A crazy Russian in an even crazier Wild West film. 
Ride ’em, cowgirl - or should that be beargirl?” 



CATWOMAN 

“This was a simple sketch for a petroleum company. I 
thought that making her catsuit resemble a coating 
of oil worked well.” 


r '( thvwfht tkftt hwkuiy 
oftts^vt Wtfn&lc ft arfttihy 
of (rd worked, well” 
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“I drew this to highlight 
the work of proofreaders 
working in the publishing 
industry. It’s inspired by the 
US illustrators of the 1920s 
and 30s, in particular 
JC Leyendecker.” 


“Here I just came up with 
ideas for a character image, 
to appear as part of an 
advertising campaign.” 
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\cen Lsiskley 

The comic fooh artist opens up his sketchbook and reveals 
haw it helps him jet out tf his comfort zone 
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Ken Lashley 

COUNTRY: US 


p Ken, otherwise known as 

Ledkilla, has worked in the 
world of comic books and 
#.'illustration for well over 
20 years, drawing 

celebrated characters such as Batman, 
Superman and the X-Men. But he’s 
also collaborated with high-profile 
companies such as Hasbro, Lucasfilm 
and Mattel, creating artwork for their 
toy ranges and events. 
www.ledkilla.tumblr.com 


MIX’N’MATCH 

“I like this one because these things 
aren’t supposed to go together, 
which makes for a fun sketch. I find that 
the better you can handle the finishing 









































“I’ve been doing comics in the traditional 
sense for years, so when I sketch I go over the top. 
When I work on Superman or Batman you 
don’t get to create crazy stuff like this very 
often, so when the mood strikes me, I let 
loose with the pencil.” 


vf Kf dves 
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“I draw with my kids all the time and what 
comes out is usually a mood taken from one of 
their stories. This one was from a cranky day at 
school. She loved this one. I like it, too.” 


“This one grew from a 
conversation with my daughter. 
We often draw together; she gives 
me ideas and I have five minutes to 
draw something. These challenges 
really push me. I don’t draw the 
things I’m good at - I’m drawing 
whatever comes to 
her mind.” 


“I draw these sheets all the time. 
It’s the ‘first thing in my head’ kind 
of drawing. Some fun things come 
out during one of these - I give 
myself 40 minutes and the idea 
is to fill every corner." 


r w/W i let hysdf 
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“I was doing some covers for Marvel, and 
while looking for reference I came upon a female 
Loki image. Later that night I started doodling and 
this was born. This is more like what I do when 
I draw comics, but it’s a bit more cartoony. I like this 
one because it shows a bit more range. I’m known 
for my crazy energy and power in my work - 
here, I tried to show a bit more emotion. 

It’s a work in progress.” 


“When I let myself go, some 
strange things happen. Of all 
my fast five- to 10-minute 
sketches, this one struck a 
chord. It’s far removed from 
what I’m known for. I think 
that’s great. Sure, I have a 
long way to go, but as 
long as I’m drawing 
it’s all fun.” 


“I like to stretch things, and 
here’s an example of that crazy 
anatomy. These can pay off in 
later professional work - one 
never knows what the 
next gig will be.” 
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Chuck Lukacs 


COUNTRY: US 


Chuck is an award-winning 
W& artist who’s best known 

for his illustration work on 
Magic: The Gathering and 
■ Dungeons & Dragons. He’s 
also written art tutorial books, and has 
created sci-fi and fantasy art on a 
range of media, including ceramics 
and wood. He teaches character 
design at the Pacific Northwest 
College of Arts in Ohio, US. 
www.chucklukacs.com 


CktAck LuhlPS 

rim attest likes tv draw fantastical creatures nfrtnny 
skouUen wutii characters fnvn the land of fos stfzww 


“TV’S FRANK 
CANNON, COMPO 
& FRIENDS” 

“I love to freeze-frame old ’70s 
shows and sketch all the folks that 
time’s forgotten. Here are the 
characters from Last of 
the Summer Wine.” 


MY INNER 
CANADIAN 

“A self-portrait from when I was 
thinking of dual citizenship. 
Och, they’d probably nae 
have me... The runes say, 
Take off to the Great 
White North’.” 


Wsnetanes its the photv 
reference that leads the 
Smnd tkrwAjk the sketch" 


THE YOUNG ONE 

“This was an insectoid character, born from a 
Fantasy Genesis role, along with being a concept 
test for creating a creature to function as both an 
adult and a young adolescent.” 
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MUDDY 

FINGERS 

“Sometimes it’s the photo 
reference that leads the 
mind through the sketch. This 
bloke appears in a couple of 
my sketches and paintings. 
Here he’s a giant, rooting 
around for something, but 
he’s been at least four 
other characters over 
the years.” 
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BELA LUGOSI 

“I almost never go to this level of finish on 
a sketch, but I started this as an in-class demo 
and it just wanted a bit more time. I love to lay 
down a tone over the line work, then cut 
deductive marks in with 
an eraser.” 


BROCCOLI SHEEP 

“I used this character as a sample 
for my class as we got into 
anthropomorphism. I think it’s important 
to pay attention to period, multiculturalism 
and ritual or rites of passage, because so 
much can be said about your character’s 
world without ever saying a word.” 



PIRATE FUN 

-“What I really love about 
sketchbook characters is that you can 
create a whole cast, with narrative 
archetypes, behavioural intricacies and 
complex expressions within a couple 
hours. It’s almost like casting who 
will be in your painting.” 







































“This page came from a 
homeless cat that I needed to get 
down right away before I forgot 
his wonderfully puckered 
features, and a role from my 
game book Fantasy 
Genesis.” 
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lain McCaig 

COUNTRY: Canada 


lain is an artist and writer 
fc with 35 years of film, game 
5 BT and illustration credits to 
Jft - ^ his name. He’s best known 
for his album cover for 
Jethro Tull’s Broadsword and the 
Beast, for his contributions to the 
Fighting Fantasy gamebooks, and for 
his Star Wars designs for Darth Maul 
and Queen Amidala. He carries 
Tombow pencils and a hand-cranked 
pencil sharpener with him everywhere. 
iainmccaig.blogspot.com 


SARAH 

ANDVEKTOR 

“Titanfall was a gift of 
a project: the only brief was 
to design a rag-tag band of 
adventurers. Sarah is my nod to 
Terminator 2’s Sarah Conner, a 
blood relative of Mad Max’s Furiosa. 

I tried to capture the moment just 
before her inner armour comes 
down, her eyes betraying a 
whisper of vulnerability. And 
Vektor is also a ‘yet-to-be- 
used’ character from the 
game. Thank God 
for sequels!” 


‘‘I’ve made umpteen 
attempts to bring Terri 
Windling’s Sorcerer’s Apprentice 
to the big screen. In this version, 
the apprentice is a brawling 
street rat who flattens 
opponents with her 
enchanted fists.” 
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“Draw what you love, ’cause 
passion makes better pictures. What 
I love best are people, but I’ve found 
that dressing them up with claws and 
wings or little floating droids tends 
to make them sell better.” 


PELLUCIDAR 


\ 






















“Wendy Froud channelled 
the essence of faerie into her 
sculpt of the Jedi Master, and I 
could happily sit and sketch him all 
day. One of the world’s most 
perfect designs.” 


"t started sketrkuny Prankensteuds 
tAvnster the sewnd week tf srhwl, ruykt 
after' dinosaurs, and never stuffed” 


“Reinventing well- 
illustrated icons like those in 
Alice in Wonderland is always 
a challenge. You have to look 
for yourself in the characters, 
or search for inspiring 
models - I found my Mad 
Hatter in a tea shop 
near Stonehenge.” 


“Speaking of perfect 
designs, Boris Karloff’s 
Frankenstein’s Monster takes the 
cake. The trick is in his expression, 
the naive child inside his big, 
square head. I started sketching 
him the second week of 
school, right after dinosaurs, 
and never stopped.” 
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“As a concept artist, it’s not enough to 
make nice paintings - you also have to present 
images that are well designed. If it’s a costume, the 
actor has to be able to act in it; if it’s an alien 
creature, it’s got to have bones.” __ 


“Muses rarely bring inspiration when it’s 
convenient. Often, it’s the middle of a movie, 
or a good night’s frolick.” 


“I’d just watched Johnny Cash’s 
music video Hurt, and something 
about Cash’s expression reminded 
me of King Kong. Moments later, 
this sketch tumbled from an 
8B Tombow.” 


cwicy 


“The first rule of concept 
design: never fall in love 
with a drawing. Even Titanfall’s 
Chef eventually hit the 
cutting board.” 


Irn^melX Sketchbook Vol. 3 

, bat*- 










I 




TINKERBELL 

“JM Barrie’s Tinkerbell was a 
common sort of faerie, ‘...gowned 
in a skeleton leaf, cut low and 
square, through which her figure 
could be seen to the 
best advantage’.” 


DARTH 

MAUL 

“Drawing Darth Maul, 
you have to remember 
not to overplay him. He’s 
not evil, like Palpatine; 
he just wants to kick 
some Jedi ass.” 


JOHN 

CARTER 

“Good keyframes try 
to capture a pivotal 
action or turning point in 
the scene. Here, John 
Carter attempts to steal 
the amulet that will send 
him back to Earth, but 
Tars Tarkas catches 
him in the act.” 


imv t 




0 


Sketchbook Vol. 3 fmSpneRC 



















ton. 

M^M nn?, 

uib wwf mu-ti, tenths fills ku skctMwi with 
txpkmtx tij mrf, prdttns wd> ssrh^c mhMm 7W stvff 



Sean McMurchy 


COUNTRY: UK 

Sean says he has been a 
professional visual maker 
< all his adult life with almost 
a decade of experience 
working in the creative 
; industry including video games, table- 
top games and books. He uses both 
digital and traditional methods. He is 
from Vancouver, Canada, but lives in 
Cambridge and works out of a shared 
studio, the Cambridge Art Salon. 
www.seanmcmurchy.com 



RAVEN 

“This is part of a 
composition for 
one of my paintings 
that I am currently 
working on. Most of 
the rest of the picture 
is ‘NSFW’ but I 
thought he looked 
cool on his own 
anyway.” 


CLOUD 
AND BARRET 

“I was thinking about 
doing a few of the Final 
Fantasy 7 characters as fan 
art for a crass publicity 
stunt but this is as far 
as I got.” 
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“Oh Monster04, what is 
your life about? What’s it 
like to be a bug dog? What 
does the world look like 
through your many eyes? 
The world will never know 
because you are just a 
drawing I made up.” 


MERPEEPS 


“Just a bunch of 
Mer-people. Trying to play 
around with different types - 
sort of concept practice 
stuff.” 


BELLY BODY 


The human digestive system has something like 
100 million neurons, which is as many as a cat’s 
head. So I wonder, are cats stupid or is my 
tummy smart? My tummy thinks 
only of food.” 
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TENTACLES WITCH 

“Like a few of the other drawings here, this one was done 
as part the process to make my final Illustration, which you 
can see on my website. I didn’t collage anything together for 
this one like I normally do, so this one works quite nicely 
on its own.” 


DRAGON/KNIGHT 

“This epic beast and his fluttery adversary 
where done as part of the process I use to make my 
illustrations, where I start with these tight drawings, 
collage them together, and then colour and 
render them further using digital methods. 

I like the result of this even if it can be 


time-consuming.” 
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THREE FACES 


“As with some of the other stuff here, this 
really is just drawing leading the way, and I 
find or don’t find a narrative as I go. I often 
do this kind of work when at a coffee 
shop with friends or when listening to 
podcasts at home just chillin’.” 
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MAKE THE 
TERRORS GO AWAY 

“A good friend of mine was experiencing 
night terrors. I hoped this drawing of the 
caring hands of her family and friends would 
stop them and turn them into beautiful 
dreams. My friend has this sketch at home 
and she mentioned that she barely had 
any terrors after she put it on the 
wall. Art magic!” 


GENSHII 

“This is an early concept for a 
character from Avalon: The World 
Within, a graphic novel project 
by Brothers Harrow.” 
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Nadia Mogilev 

COUNTRY: England 


Nadia lived and worked in 
San Francisco, where she 
moved to study illustration 
at Massive Black’s 
Safehouse Atelier. She 
moved to England in 2011 and 
established herself as a freelancer 
for video games, television and 
advertisements. In 2013 Nadia joined 
the MPC Film Art Department in 
London, producing concept art work 
for feature film projects. 
www.nadiamogilev.com 
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‘Portrait of a friend from London. 


‘I drew this after being inspired by a 
dark spirit of Russian faerie tales.” 


“Sometimes I use a ballpoint pen to sketch. Every 
line is a commitment, which makes your marking decisions 
bolder and boosts your confidence. These are a few 
sketches from my last trip to San Francisco.” 
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PHIL IN 
AMSTERDAM 

‘A sketch of my husband 
enjoying a cup of hot 
chocolate at a Dutch 
Christmas market.” 


MOKOSH 


“This is a Slavic 
goddess. I get inspired 
a lot by myths and fairy 
tales, where characters are 
timeless and enchanting. I 
recently went to Japan and 
discovered a book of the 
Japanese ghost stories. 
What a bizarre and 
fascinating world of 
creatures that is!” > 



TRAVEL SKETCH 


“One of the main reasons to live in Europe 
is the proximity of various countries and 
cultures. My husband and I have been travelling 
quite a lot in Europe, where I often find new 
inspiration and reference material. So I 
always keep my sketchbook and 
a camera handy.” 
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NEIKA 


RAVEN’S SISTER 


“I like the theme of dark fairy tales projected 
on to everyday life. My friend Nina posed for me in 
this drawing, and I surrounded her with ravens 
and fading plants. There’s a certain beauty 
in decaying flora.” 


“A portrait sketch of my friend’s daughter. 

I wanted to capture her astonished look and 
subtle, beautiful smile.” 
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Peter Mohrbacher 

COUNTRY: US 

Peter is an independent 
illustrator and concept 
artist living in the Chicago 
area. Primarily self-taught, 
he’s been part of the game 
industry for around seven years. These 
days he works primarily on self-owned 
projects in addition to an online 
mentoring program aimed at helping 
aspiring artists establish themselves. 
www.vandalhigh.com 


SKYHOOK 

“The original sketch for 
my airborne character. It 
was a random doodle 
done at a drink-and- 
draw.” 


PRIDE DOODLE 

“I drew this after looking 
at a bunch of Wesley 
Burt drawings." 
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‘One of my sketches from Illustration 
Master Class (IMC) 2012.1 was just 
discovering how to doodle after 
years of only being able to draw 
with intention.” 


“Fashionable 
bunny ears.” 


HEADDRESS 2 


“More IMC 2012 
sketches. I was 
having an 
intense week.” 


“Part of a series of 
headdresses I was designing 
for the cancelled World of 
Darkness MMO.” 


FEAR DOODLE 


‘I drew this at Burning 
Man while inside a 
geodesic dome with 
a bunch of Wizards 
of the Coast 
employees.” 


‘I drew this at an airport. Some 
part of me feels that all 
airports exist exactly next to 
each other in some super 
boring bubble of space.” 
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“My take on the Game of 
Thrones character looks 
nothing like Sean Bean.” 


ACOLYTE 


‘Her powers of faith are 
causing the crystal to 
levitate. Probably.” 


“A World of Darkness 
concept that never went 
anywhere.” 


STRESS DOODLE 


“Why stress out when 
you can sketch it out?” 
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“I challenged myself to 
draw at a local coffee 
shop every week. I think 
I only went twice. This 
was the first time.” 


SHAME DOODLE 


“This once-proud 
character has made a 
terrible error of 
judgement that will stay 
with him forever.” 


SHYNESS DOODLE 


“Spectrum Live 1 didn’t 
have a lot of attendees, 
so I had plenty of time 
to doodle.” 
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‘Given the chance, this chap would 
like to hide away from the world.” 
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Mark Molnar 


COUNTRY: Hungary 

H Mark Molnar is a concept 
artist and illustrator who 
has been working in the 
entertainment industry for 
nearly 10 years. Currently 
he is leading a Budapest-based visual 
development company, Pixoloid 
Studios, and also works as a freelancer 
for various movie and game projects. 
For more insight into Mark’s process, 




you can check out his tutorial artbook 
at http://behindthepixels.net. 

markmolnar.com 


FUNCTIONAL 

EXPERIMENTS 


“I like to create slightly more detailed 
sketches for various parts of a design that I 
am not quite sure about. I had to design a 
steampunk/diesel mecha and I wanted to 
experiment a bit more with the design 
of the cockpit, the joints and the 
panelling of the robot.” 


“I can’t imagine a more relaxing thing than 
simply drawing something for myself without any 
limitations or client brief. These are the times when 
I create more polished drawings in my 
sketchbooks about random things.” 
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“Sometimes I do detailed sketches 
to find the overall mood or feeling that 
I’d like to achieve with an illustration. 

It especially helps when I have to work 
straight in 3D - I can make the whole 
process much quicker by solving all the 
design problems in advance. In this bug 
alien design I really enjoyed sketching 
out its body structure and the head in 
detail, and after these I knew exactly 
what character I wanted to 
achieve during the 3D 
sculpting stage.” 
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“NodeWorld was a community project 
where I was building a fictional gafrme world 
with other artists. These sketchq|s are a bit 
more than simple experiments, because 
I wanted to bring them to an almost 
comic-fcpok linework finish. My goal 
was to bring them to a stage where 
it would be really easy to colour 
and detail them to become 
, a final illustration.” 






























































"I use a really small pocket sketchbook for 
doing life-drawing sketches on the go, I use it 
on the street, in caf£s, buses, airports, etc The 
Function of this is simply practice, I don’t want to 
create the prettiest line drawings, i just draw 
what I see. Streets, cars, nature, people - 
everything and anything around you 
can be inspiring.'' 
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DRUID 

“Usually I sketch fantastical 
creatures and characters that hav& 

■ been in the back of my mind for a lorfg 
* time, but it also happens that I just 
start drawing without any idea till 
something emerges from the 
random lines...” 


Sketchbook Vol. 3 ImSejtneJX 





























































©JB Monge/Sony Pictures Animation 






Jean-Baptiste Monge 

COUNTRY: Canada 


9 Jean-Baptiste is a French 
illustrator and character/ 
creature designer who 
lives in Montreal, Canada. 
He works on his personal 
projects and the proper dissemination 
of his artwork with his partner Margo, 
under the infernal yoke of his two cats, 
Minus and Banana. Meanwhile, he also 
divides his time between different 
animation studios and freelance Jm 
contracts where his talent is put 
to good use as a character / 

designer and visual 
development artist. 
www.jbmonge.com 
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FAERY FOLKS 


“An example of the type of board I draw at 
an early stage of character designs. After this 
step, the choice is the director’s: the nose of one, 
the goggle eyes of another, the ears of a third! 
Just make some random choices and 
let’s create a new one!” 


“This is a sample page from my 
sketchbook, which will be released in summer. 
I particularly like these fellows because they 
remind me of my old children’s comics drawn 
by the likes of Peyo, Franquin 
and Roba.” 
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“This character was 
quite a challenge for me. 

I had only a few tips from the 
Blizzard team. He had to have 
specific physical features and had to 
be magnetic and badass. I wanted 
badly to draw this traditionally but 
oddly the more I tried, the more I was 
losing dynamism and life. I finally 
decided to go digital and he 
suddenly appeared in all his 
magnificent boniness! The final 
picture can be seen in the 
artbook Diablo 3: Book 
of Tyrael.” 
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HEPHASTO 

“An evil creature I drew 
for the second artbook 
Diablo 3 : Book of Tyrael. By 
chance this one had never been 
pushed in concepts, so I was very 
free to create him. The final 
design they chose has shorter 
horns, to make him less 
important than the Prime evil 
Demon Diablo. But I do 
prefer this version.” 
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“My first job when I 
landed in Canada, in 2010. 
The character design of this 
game was fun and gave me a 
touch of my homeland when 
everything around was new to 
me, as if all the Celtic faeries had 
followed me in my journey! 
These are Korrigans, a species 
found only in Brittany: half 
goat, half humanoid, well 
known for their 
misdeeds.” 


“These two illustrations 
were built together for the 
second Diablo artbook. My 
readers know me for my 
merry goblin and faery 
folks, so drawing 
something darker 
surprised them, and I do 
like walking on this 
dark side!” 


“Another sketch I drew for the 
great Diablo licence, when Blizzard 
contacted me few years ago for their first 
artbook, the Book of Cain. I was very happy 
to be selected: I’ve been a Diablo 2 player 
for a long time, and it reminded me of 
the sleepless nights I’d spent on the 
game looking for the best 
weapon ever!” 
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STUDY 


“I am constantly studying the 
female form in order to depict its 
natural beauty. Usually I keep 
studies very objective, trying 
to improve specifics." 
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PROFILE 


Will Murai 

COUNTRY: Brazil 


FIGHTING 

FEMALE 


* 


“Women in armour has become 
an interesting subject to me. I 
strongly believe that my 
commitment as an illustrator is to 
depict a character in its most 
awesome and badass state 
possible. It is no different for 
female warriors.” 


INKS AND PENCILS 

“Those who follow my work know it is no 
secret that I like drawing women. I like to explore 
different techniques, but my two favourites 
for quick sketches are definitely brush 
pen and graphite.” 


Will is an illustrator and 
concept artist living in Sao 
Paulo. He has worked in 
advertising, games, comic 
books and infographics 
for clients such as Ubisoft, Marvel 
Comics, Dynamite Entertainment, 
WMcCann, Conde Nast, ESPN 
Magazine and iG. He’s also painted 
one of ImagineFX’s favourite pin-up 
covers, 2012’s issue 86! 
www.willmurai.com 
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INSPIRED 


“They may seem 
unrelated, but as well as 
being inspired by classic fantasy 
illustrators, I also find fashion and 
urban pop culture very appealing. 
I like to combine elements from 
those subjects in my sketchbook. 
Japanese swords with assault 
gear, cybernetic prosthetics in 
sports, machines, sphinxes, 
fairies and mages all live 
in harmony in 
my head.” 
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PLAYBOY 

MAGAZINE 

“These are the studies I 
did for the 38th anniversary 
of the Brazilian Playboy 
magazine. I was so 
stoked and got really 
inspired by the early 
days of the iconic 
bunny suit.” ... 


BUNNY 


“After I was invited by Brazilian Playboy 
magazine to depict its iconic bunny suit, I 
explored different ideas before moving forward 
with the composition I chose, all using the kinda 
innocent, fun girl-next-door vibe that was 
very popular on the early days of 
the magazine.” 


“I am a huge fan of 
Robert McGinnis and his 
contribution to the James 
Bond posters from the 
’60s and ’70s. This is 
my take on the spy/ 
sexy-lethal-women 
subject.” 


LETHAL 
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“When ideas pop into my 
head, I like to immediately put 
them on the paper, even if they 
don’t make much sense. Then I 
can come back and try to 
connect those ideas like they 
were Lego blocks and see what 
happens. Those two doodles 
ended up becoming a piece 
called ‘Moon’.” 
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CHARACTER 

IDEAS 

“When working on 
character commissions, 

I like to sketch ideas and 
concepts before going to 
digital. The texture of 
the paper is still 
unbeatable 
to me.” 
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Tran Nguyen 

COUNTRY: US 


Tran is a Vietnam-born 
artist who’s living in 
J Georgia. The painter 
is represented by 
* Thinkspace Gallery 
in California, where she exhibits 
much of her work. She is inspired by 
the paradox of modern living, and 
believes that art can be a vehicle for 
psychotherapeutic support. 
www.mynameistran.com 


INSECTS OF LOVE 

“These three thumbnails and 
the rough final sketch were 
completed for a short story 
over at Tor.com.” 


LIVE FOR THE 
SAKE OFYOURSOUL 

“Live for the sake of your soul, because doing 
otherwise would be irreverent. And if we don’t, 
it will slowly but surely dissipate from our body, 
leaving a vacant shell bare of existential 
aesthetics. If you’ve no family or friends 
worth living for, then live for the 
sake of your soul.” 
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JUST ANOTHER 
OSCILLATE 
DISPOSITION 

“I rarely paint multi-bodied 
paintings, but this is one 
such occasion - tighter than 
usual, this sketch showcases 
three figures struggling 
through a sea of 
billowing fabric.” 
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NOSTALGIA 


“This is another sketch that 
illustrates my deep interest in nostalgia 
and distant memories, but one which 
wanders off into nature as opposed 
to suburban surroundings." 


DREAM 


“I came across a debonair fox 
and his fanciful monocle. He took 
me by the hand and said: ‘Come, come, 
help my friend whose bulbous head is stuck 
in a tree hole’. Ducking, turning, twisting, 
churning, we came upon the peculiar 
girl and her peculiar situation. 

‘Save me!’ she exclaimed...” 
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Anand Radhakrishnan 


COUNTRY: India 

Anand Radhakrishnan is 
a freelance illustrator who 
works in Mumbai. After 
graduating with a BFA in 
2011, he spent a couple of 
years learning illustration at The Art 
Department. He’s passionate about 

I drawing, painting and storytelling, and 
is inspired by masters like Moebius, 
Jeff Jones, Ilya Repin, FR Gruger, 
Alphonse Mucha and Antonio Mancini. 
anandrk.tumblr.com 




MOTLEY CREW 

“I started off drawing from a reference shot of 
a fashion model ended up drawing an unlikely 
katana wielder with a monkey as a best friend. 
Acrylic on black notebook.” 


SOLITARY 

“I derived inspiration from one of my 
heroes, Ferenc Pinter, for this one. 
Acrylic on red toned sketchbook.” 
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“Here I was trying to apply the technique 
of glazing with acrylic, painting over a mono 
value painting with transparent paint to add 
colour. It can be used in combination with alia 
prima painting: transparent paint is added 
only where needed, after the first 
layer is dry.” 
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“Taking a break from painted 
pages, I revisited ink on a folding wide 
notebook that has four sides instead of 
just two. I had had a breakthrough during the 
Inktober challenge last year and I thought I’d 
push that a bit further with these. I’ve been 
fixated with drawings of figures pulling and 
pushing on rope. There’s just something so 
cool in seeing a body tense and relax 
while working with rope, rubber 
band, wire, etc.” 


“I’ve always loved drawing 
fantasy. I was listening to The 
First Law (Joe Abercrombie) 
on audiobook while 
drawing these.” 
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“I find working on small shapes 
and patterns very therapeutic and 
often go back to ink to take a break 
from painting. I added a bunch of 
elements that are essentially Indian like 
the Rajasthani turban of the main 
figure and the script in Devnagari. 
Often it helps to derive inspiration 
from your roots or personal 
experiences to make your 
work stand out.” 


PLAY OF LIGHT 

"I always thought the idea of a sketchbook with black pages is 
interesting because automatically any object or figure you draw ends up 
being a light object against a black background, and that eliminates a lot of the 
apprehension behind just playing about and splashing paint around. Here is a 
spread from that book, where I wanted to experiment with the illusion 
of pattern with seemingly random and 
erratic brushstrokes." 


WHAT’S ON YOUR MIND? 

“With this one I was just playing around with black and white 
acrylic paint on a sketchbook with coloured paper. The great thing, 
I find, about painting on a toned surface is that you get over the 
intimidation that a blank white sheet of paper represents. Also it 
sets the value scale for you along 
with the colour scheme.” 
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SKULL 

STUDY 

“Another black-and-white sketch on yellow 
paper. Animals and skulls are some of my favourite things 
to draw or paint, so this is a recurring theme in a 
lot of my sketchbook stuff. Oh, and I have been using 
a rubber stamp to date my sketches, but it blotches 
the paint more often than it gives me a 
good stamp, though...” 
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Tim Von Rueden 

COUNTRY: US 


K 



THE 

MISCHANTRESS 


throughout a month each 
night before falling asleep. This 
is the largest piece I’ve done 
and a reminder to continue 
pushing past any set 
limitations.” 



Like many artists, Tim has 
had a passion for drawing 
since his younger days, 
and over the years this has 
matured into a lifestyle he 
couldn’t see himself without. He can 
currently be found in Wisconsin, USA, 
as the site manager, instructor and 
lead concept artist at Concept Cookie, 
where he’s been heading the concept 
art department since 2011. 
tvonn9.deviantart.com 



GODDESS 

“I exhibit at many 
conventions each year, and 
typically I work on a sketch 
throughout the weekend. I 
created this one throughout 
Spectrum Fantastic 
Art Live.” 
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DEVIANT 


DEATH 

■ yv 

ON MY MIND 

“This piece was done after 
wanting to work with a 
subject matter other than a 
human and playing with 
more whimsical 
proportions.” 
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“1 am intrigued by shape 
language and what that visual 
representation can mean to 
each viewer. This was one 
of those studies.” 


“This piece was my first step into 
seriously getting back into a traditional 
medium. 1 will always look back on 
this one fondly.” 
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THE 

SEAMAIDEN 

“While at another 
convention I met the writer/ 
artist of The Pirate Girl and 
was inspired to create a 
piece edging on going 
‘over the top’ with 
decadence.” 
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“I have a fascination 
with skulls and explore that 
quite often. This was a 
combination of that curiosity 
mixed with the innocence 
of youth.” 


“The second ‘Bird Helmet’ in 
the series. My intent was to 
experiment with negative 
spaces and refine the 
shading process.” 


“This is the third ‘Bird Helmet’ 
piece and was a statement piece 
for me to present what I loved 
most at the time: profiles, 
feathers, and horns.” 


“While watching the series Face Off 
[where prosthetic artists compete in 
creating fantasy and sci-fi prostheses] 
I typically have a sketchbook open, 
following the challenge in my own 
way. This was the result of 
one of those.” 
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Dylan Teague 

COUNTRY: Wales 



Dylan has been drawing 
and painting 
professionally for 20 
p . years, mainly creating 
comics for 2000 AD, 
including Judge Dredd and Rogue 
Trooper. Over the past few years he’s 
produced graphic novels for Delcourt 
and Kennes Editions. He’s kept an 
updated sketchbook with him since 
he was a kid. 

www.instagram.com/dylbot2099 


ROUGH 

CHARACTER DESIGN 
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A5 SKETCHING 

“Again, smaller sketchbooks can be a lot less daunting 
to work in. You’re not faced with a big blank page. 

I was also experimenting with some coloured 
fine-liners, which were fun.” 






PORTRAITS 

“Sometimes I like to 
sketch from photos in 
magazines. I think doing this 
and life drawing can really 
help improve your 
drawing skills.” 
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SCENES 


MORE 

DOODLING 

“Here I was just conning up 
with scenes and ideas for a 
strip I'll get round to 
finishing one day...” 


' f l don't often have defined 
pictures in my head -1 have to work 
stuff out on paper. Yet for some reason 
I had both these images quite worked 
out before I drew them. I ended up 
tidyi ng both u p with a bit of CG 
enhancement to the skies, but 
this is just the raw scan.' 1 
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CHARACTER 

DESIGN 

“This page started with me 
working out a robot design, but I 
ended up reverting to doodling 
again. The robot was for my Delcourt 
book Le Grande Evasion: Asylum. 

I simplified them a bit in the 
book because I had to draw 
a lot of them!” 


I fv dvvdle 
Lhs try tX&roL&c 
kTvh iti sckvd 
nrA would trA 
i \Af kavuy tv 
[fry tvcw wigs' 
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CidUr-C ^N-ChAliM 

tke oomu> artist skares ker sketMooi tkats v/ 
full o f okilAuU wonder. ■. and, lots of animals 1 



TINY 

FASHION 


Claire lives in the French 
region Angouleme, in the 
y south-west of the country. 
Kfr, Having started in comics 

with the award-winning 
Les Lumieres de I’Amalou and Garance 
series, she moved on to producing 
artbooks and then on to animated 
films. In 2013 Claire suffered ill health 
and put her art on hold, but she has 
since returned to her work. 
www.claire-wendling.net 



r 'A lum lounyiny 
around in tke sun 
never fads to raise 
a smde - or so 
people tell me ” 
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BIG 

NAP 


\\ 


“This was realised for 
an exhibition that ran in 
Paris in 2011. A lion 
lounging around in the 
sun never fails to raise a 


smile - or so people 
tell me.” 

















OUR 

BIG BUDDY 


/ / 


“Personal sketch, for fun and 
for training. I wanted the passengers’ 
wavy hair to reinforce the fact 
that it’s an underwater 
environment.” 












LITTLE 

FLY PRINCESS 

‘Another sketch from Daisies. It’s from 
2010, and I think I’ve improved as an 
artist during this time.” 


W/W wouldht want 
tv dv the tMdw 
ovYrtrMtz whole 
ndohjj a rMot v ' 
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Singapore-born Darren 
, m studied computer science 

T, and management at 
li Ia university, but is now 

a freelance concept 
designer who works in Melbourne, 
Australia, which he shares with his 




“My take on the legendary 
monster. I wanted to work on a 
few things with this piece - namel; 
rear-lighting a subject as well as 
rendering the translucency of 
water. I’d love to go back and 
refine it when I have 
the time.” 


CAR SKETCH 


“I was always a Road Warrior fan, so when they 
started showing off some of the car designs for Fury Road, 

I just had to do a quick sketch of one of them. I generally don’t 
have much down-time between client work, so I had to 
bash this out in an impressionistic way. Totally falls 
apart when you zoom in, but it captures the 
essence of the machine.” 


“I wanted to practise my 
knowledge of overhead lighting, 
specifically how to make forms pop 
despite being a fairly flattening lighting 
style. I think that Daenerys’ dragons 
had also just hatched on Game of 
Thrones, so dragons were fresh jy 
in my mind!” 


temperamental black cat, Jasper. He is 
the creator of the Nomad art satchel, 
but is most famously known for his 
vehement disdain of pants. 

www.stylus-monkey.com 
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LONELY 

ROBOT 

“Almost all robot designs I 
see online tend to be of the 
ass-whoppin’ variety. I try to 
actively avoid following the crowd, 
so this little guy ensued. Don’t you 
just want to hug him and tell him 
that it’s okay to have different 
leg lengths? I do...” 




/ "One of my friends, Allen 
* Williams, worked on the 
designs for the Kaiju creatures 
from Pacific Rim and he posted 
images of his work online, 
which kicked my inspiration into 
high gear. I was mainly practising 
different shapes and form 
\ rendering with a dramatic J 
\\ lighting scheme.” 





liASt want tv hua /Wn and till h(jrv 


that uts vhay tv haw dtffm^t ity lengths' 1 


ELVIS MONSTER 


“This is one of those sketches where I had no 
preconceived notion of what I wanted to draw. So much 
of my time is spent executing visions described to the 
letter, so this is akin to a form of meditation to me. It was 
looking too much like a regular monster, so my 
Rockabilly-aesthetic leanings kicked in.” 
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PAGE 


“An old pencil composition of a comic 
title that never made it to market. It was done 
fairly quickly with pencil and I still enjoy looking at it 
- it has a certain energy about it that’s often lost 
when I try to tighten everything up.” 


NOSFERATU 


“A take on one of my 
favourite iconic monster men. 

I loved Max Schreck’s method¬ 
acting portrayal - both the onscreen 
performance as well as the 
legendary off-screen preparation. 
Hopefully I captured some of 
the character’s quirkiness.” 


PUNK 


“Ash Thorp, a buddy of mine, is working on his IP 
called Lost Boy. Seeing his art and vision for the project was 
just an adrenalin shot of inspiration, and I just wanted to draw a 
robo-punk that might be able to live in that world. I’ve also 
liked drawing robo-punks since seeing Akira!” 


( 
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ROBOGIRL 

“Alita Battle Angel was 
the inspiration for this metal 
girl. I never finished it, but I 
captured the look I wanted in 
her face, which was that she 
could kick butt pretty 
effectively in battle.” 




VIPER HEAD 

“My friend Emerson and 
I did an art swap last year 
- his picture was done in ink 
and mine in pencil and 
charcoal. It’s another piece 
which was created with no 
preconceived notions, just 
letting the pencil wander and 
find some pleasing masses 
to which I applied 
some details.” 


f cajrtMr-ed the Iwh ( waited 
ih, hem face, which was that 
she cwAd kick hiwtt in battle' 
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MOUNTAIN 

SKETCH 

“A quick study done in order to 
practise different colour schemes 
and minimalist composition. 
Liberal use of Lasso tool and 
Chalk brush in this one.” 
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Boris Vallejo 
and Julie Bell 

COUNTRY: US 



Boris emigrated from Peru 
to the US and carved out 
a stellar career in fantasy 
art. In 1994 he married 
bodybuilder and model 
Julie, herself a successful painter. They 
now model for each other, frequently 
paint together or even get competitive: 
“Sometimes I look over my shoulder to 
see what she’s doing,” Boris quips. 
www.borisjulie.com 



“Some clients are very specific about 
their concept, others briefly give you an 
idea and let you go from there,” Boris 
reveals. “Both ways work fine 
for me.” 


“Private commissions can be 
very enjoyable. This was one of those, 
Boris says, giving nothing 
else away... 
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\n^etunes a jphvtv ls the best 

stwtenj frUce, then ijinst dv 

sketches tv future v*t n stvry' 


NORN 

FATES 

“On the right, working in 
ballpoint pen," Julie says, “I 
was establishing my thumbnails 
for basic composition. On 
the left, I’m thinking more 
about how those figures 
will support my 
composition’s 
statement.” 


MOTHER 
OF APOLLO 

“I had a photo of the model that I 
was very inspired by,” Julie reveals. 
“Sometimes this is the best starting 
place for me. Then I just do very 
loose sketches that help me figure 
out the story that’s happening 
in the painting.” 
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FLAMINGO GARDEN 


“Flamingos have so many possibilities in terms of shape and 
direction of energy flow!” Julie says. “It was important to make 
a decision that would create the framework for 
the composition.” 


rr ( lov€ sketzkohy wi^-cd 
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WINGED 

FURY 

“I love sketching winged 
dragons,” says Boris. 
“Their wings always add 
to the composition.” J 


SCARLET 

ANDFUSCHIA 

“My goal in this painting,” Julie reveals, 
“is to create a feeling of peacefulness and 
luxury. I wanted to have movement in the 
composition, but keeping the figure in 
a fairly still position grounds the 
whole image.” 


MYTHIC 

MAIDENS 

“One of my favourite 
subjects is women in 
nature,” says Boris. 




















r 





Wh^tuncs ft hwdcl oftK 
inspire tkc concept, utker 
tunes tkc concept dictates 
wkftt Ancr^/j/oK \a$c‘ 


TAVERN 

SCENE 

“A sense of humour 
can be very refreshing 
at times,” laughs 
Boris. 
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RHIANNON 

“In making studies for my painting 
Rhiannon I wanted to have both a feeling 
of magical floating and a more earthly 
groundedness. Lots of swirly lines,” 
explains Julie. 


CONQUEROR 

“Sometimes a model can inspire the 
concept very strongly,” Boris explains; “other 
times the concept dictates what model you 
should use for the finished painting.” 
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Jeff West 

COUNTRY: US 


Jeff did T-shirt designs 
fresh out of college when 
he was offered a job doing 
storyboards and special 
effects for TV shows like 
The Power Rangers. He moved on to 
Smallville, Buffy the Vampire Slayer, 
Angel and Charmed, as well as film 
storyboards and effects. In 2007 he 
was Emmy nominated for his effects 
work on The Sarah Conner Chronicles. 
www.jeffweststudios.com 


jcff^kst 

award wtnmattd, effects arA stvjyward artist 
jefftStst started, dvirg caricatures ih, Kijk scfml ... 


HAN 

ANDCHEWIE 

“I love drawing on grey 
toned paper with black 
and white coloured 
pencils. The white really 
makes it pop and adds 
dimension.” 


REDRUM 

“My homage to the greatest 
horror movie ever made, The Shining. 
Originally done on grey toned paper with 
coloured pencil. I love to come up with 
movie poster compositions for films 
that I love. I try to think of how I 
can redo old movie posters.” 
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jeff Wdr 



“I drew this for a buddy’s 
futuristic Western comic 
project. Could be a female 
Lone Ranger and Tonto as 
well. Hey, good idea!” 


“This is the first panel I did for a new 
graphic novel called The Company, 
which should be out in 2016. Keep 
an eye out for the Kickstarter 
campaign. It’s gonna be 
awesome!” 


( love tv cvh^e \Aj? with 
mn/ue jivster ovnyvsuturns 
fvt film i love find' tfon 
/Ww tv r-edv vld pvsten 


“I was inspired by 
the video game Army 
of Two when I sketched 
this out. If Bruce Wayne 
ran out of money and had 
to forge his suit from 
scraps of old suits and 
anything he could 
find, this could be 
a cool look...” 
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SHAUN AND ASH 

“I thought this would be a cool 
team-up of two of my favourite 
characters. Love drawing 
zombies as well!” 


I li&tVhs tV SQMfktwks 

fthA inwuc scares all the 
tune whole ( draw. Helps 
expand' Vryj creativity" 













jeff'Net 


MAD MAX 


“I can’t get enough of Mad 
Max Fury Road and had to do a 
portrait of Tom Hardy’s amazing 
portrayal of Max. I listen to the 
soundtrack while I draw all the 
time as well as many movie 
scores. Helps me expand 
my creativity.” 


RICK 

AND DARYL 


“Love The Walking Dead so much 
and just had to do some caricature 
style art of my favourite characters. 
Every episode inspires me by the 
amazing zombie makeups and 
gritty character to the 
backgrounds.” 
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Alien, 'NiUiAtns 

The emeept artists jters<mal work, starts in reality 
and everyday experience... Iwt doesnt st<y there 



E Illustrator/concept artist 
Allen’s credits include 
Guillermo del Toro’s 
Pacific Rim and Darren 
Aronofsky’s Noah. When 
not helping shape blockbusters, he 
turns to paintings and drawings 



i place cvntrastiny elements 
and analyst them, sometimes 
ut works, sometimes it dvesnt' 


SOLITUDE 

“I love doing figurative work 
and will seek out any reason to do 
it. Many times I schedule model 
shoots with no idea in particular 
and I let the model inspire 
me, as in this case.” 


characterised by dark elements and 
surreal themes. Every piece begins in 
graphite - a medium that, he says, 
doesn’t cover his page but “infects” it. 

www.allenwilliamsstudio.com 


THE MESSENGER 

“This piece was about texture, form and rhythm 
but it was also contrasting imagery. The posture of the 
character is reminiscent of religious gestures. The halo 
supports this narrative, and in some legends birds 
are seen as divine messengers.” 
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SOCIETY OF 
ILLUSTRATORS 
STUDENT 

SCHOLARSHIP PIECE 

\ “Sometimes I like placing 
i\ contrasting elements together 
\V and analysing the relationships 
\ if any appear. Sometimes it 
\ works, sometimes 
it doesn’t.” 


Ak^wdlum 
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‘“When they descended, 
it was not Holy men or 
machines that defeated them 
but the beasts of the forest 
and field.’;Many of my 
pieces have stories 
behind them...” 









* 



ILLITHID 


“I have a fondness for Lovecraftian 
mythos, as do many others. Sometimes 
it’s just about creating a fun creature. 
This isn’t the first one I’ve done, nor 
will it be the last.” 


BOUND 

“A demon bound by a 
golden circlet, a halo. The 
Darkness within bound by the Light 
within. Again, it’s all about textures 
and rhythms... and the 
sensuality of a subtle 
expression.” 


Vs nil Vmt 
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ATROPOS 

“The Fate responsible 
for the severed thread. 
The one who ends. The 
model struck such a 
confrontational pose that 
I saw this piece in a 
very defined way. The 
end is always 
confrontational.” 
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world)greatest artists for tUs unufu-e collection of e^cUsu/es 



STEVE 

ARGYLE 


“I’ve always loved the subtle 
mystery of a face-painted 
spell-weaver. It implies tradition and 
ritual while being unrefined and wild. 
You get a sense of characters wielding 
power beyond their control.” 


iTERRYL 
IWHITLATCH 

“Very quick, on-the-spot sketch 
jotted down while booth manning at 
Spectrum Fantastic Art Live 2. 
During lunchtime, 

I believe.” 


> JFK 

/ 


g TYLER 


JACOBSON 


“I love drawing horns and 
playing around with how they 
curve, so I felt a demon would 
be a great opportunity 
for that.” 
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AARON 


UT&frk MJ+A- 

wW W, ten*- 9 r 


AYAU 


[1 MILLER 


“I used pencil, watercolour 
and some highlights of gold 
marker to sketch out this 
image of a faun while at 
Spectrum Live.” 


JOHN 

PICACIO 


“Sketch for the La Rosa card 
from my forthcoming 
Loteria deck.” 
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E] DAN scon 

“Dragons are one of my favourite things to sketch. 
Sketchbook drawings give me a good opportunity 
to play around with their design and possibly to 
come up with something interesting 
I could use in a future painting.” 



DONATO 

fc'GIANCOLA 

“I always love the play of abstract 
shapes smoke can provide, especially 
for a portrait. Mix that smoke with 
Gandalf and you have a winning 
combination for me!” 


4 





CHARLES VESS 

“This is Yvaine from the novel Stardust, 
Being a Romance Within the Realms of 
Faerie, written by Neil Gaiman and 
illustrated with 175 paintings by myself, 
originally published in 1997 by 
DC/Vertigo.” 
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r SEAN ANDREW 
hr ! MURRAY 

“A member of the Order of the 
Seeing Claw, Munlo travels the 
swamps South of Gateway 
searching for recruits and rare 
hops for his Order’s 
brewery.” 


r*T> jim 

IftlPAVELEC 

“I started this image with 
a pounce technique, using 
powdered graphite to create 
large areas of mid-tone. With 
a few well-placed taps of the 
pounce I can get an overall 
shape that I like very quickly, 
and then go in with pencil 
and eraser to work out 
the details." 


( lA&cds a jpwAKct t&k wpAt with pvweUr-ed, 
^mf>hitc tv crtat-t Isvryt mw vf tnul-tv/ie ' 1 



ri justin 

Ld GERARD 

“This is a quick study of a 
friendly maple I once met 
while on a bike ride. The 
woods east of here, 
where I live, are full 
of them.” 


ANNIE 
SIEGG 

Annie mixes Rococo 
influences with her love of 
fantasy and fairytales in 
this sketch of a young 
girl exploring her 
woodland realm. 
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“Psylocke has been one of 
my favourite X-Men. I took 
this opportunity to illustrate 
her using blue-pencil to 
sketch, Zebra bail-point 
and Copic markers 
to finish.” 


a MARK 
POOLE 

“I revisited a painting I completed in 2010 
entitled Snow Blind, which was the back cover 
for the Spectrum 18 hardback. I don’t like 
repeating myself in sketchbooks - I like the 
challenge of drawing something new, 
so no two sketchbooks ever have 
the same drawing.” 


m STANLEY 

iSlau 

Stanley took time out from his 
San Diego Comic-Con schedule to 
scribble down this wonderful sketch 
of his creator-owned character 
named Pepper. 
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Amazing artists like Colin Fix, Brian Froud, 
Jonny Duddle, Kim Jung Gi, John Howe and many 
more share their sketches. Simply search for 
‘sketchbooks’ within your chosen digital platform! 
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Missed out on a recent print edition of ImagineFX? 
See what’s available at www.bit.ly/ifxbackissues. 

Got an Apple iPad, iPhone or iPod Touch? 

Get the free ImagineFX app for your iPad or iPhone at 
http:yyifxm.ag/apple-ifx, or download us straight 


On Android, PC or Mac? 

Zinio: www.bit.ly/r938Ln 
Google Play: www.bit.ly/maggoogle 

Got some other device? 

ImagineFX is available for all kinds of 
devices. Check out all of our partners 
at the bottom of page 177. 
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PRINT AND DIGITAL BACK ISSUES 


Only the 
most recent 
editions are 
available in print 

WHILE 
STOCKS 
LAST! 



Issue 130 

January 2016 

A host of top-flight artists help us 
to celebrate turning 10 years old. 
Ross Tran’s cover art ushers in the 
likes of Craig Mullins, Syd Mead, 
Brom, Melanie Delon, Todd 
Lockwood and Allen Williams, 
who all contribute workshops. Plus 
there’s a free 2016 calendar! 



Issue 129 

Christmas 2015 

Andrew Theophilopoulos paints 
Kylo Ren facing off against Rey, 
in our spectacular Star Wars 
special issue. Also inside are Aaron 
McBride, lain McCaig, Terese 
Nielsen, Feng Zhu, Brian Sum and 
Hugh Fleming, all revealing their 
art from a galaxy far, far away... 



Issue 128 

December 2015 

We mine the rich seam of indie 
comics starting with 21st Century 
Tank Girl, brought to life by Brett 
Parson. Tintin and Hellboy also get 
the reimagination treatment. Fiona 
Staples talks about the success of 
Saga, while Lewis La Rosa passes 
on his comic storytelling advice. 



Issue 127 

November 2015 

Link, as painted by Even Mehl 
Amundsen, heralds our game art 
special, which includes workshops 
from Remko Troost, Eliott Lilly and 
Matt Gaser. We look at the rise of 
mobile game art and visit Wooga 
Studios. Plus, James Gurney paints 
an alien abduction with a twist! 


BUY PRINT EDITIONS 
OF IMAGINEFX AT 


www.bit.ly/ifxbackissues [* 


myfavourite 

magazinesxo.uk 
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RESOURCES ARE INCLUDED WITH PRINT AND DIGITAL EDITIONS* 



Issue 126 

October 2015 



FRESH SKILLS flsj 


Issue 125 

September 2015 



Issue 124 

August 2015 



Issue 123 
July 2015 



Issue 122 


Issue 121 


Issue 120 


Issue 119 


June 2015 


May 2015 


April 2015 


March 2015 



Issue 118 

February 2015 



Issue 117 

January 2015 
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Issue 116 

Christmas 2014 


Issue 115 

December 2014 


GET YOUR DIGITAL EDITION 
THROUGH THESE OUTLETS: 


*Resource files are available from issue 85 onwards. 


AppStore 
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Where great art begins... 

In the third of the series we explore the finest 
pencil, pen and digital sketch work of the pros. 

Opening sketchbooks and sharing desktop 
canvases, we reveal the initial ideas that fuelled 
final art work, and the many 'unfinished' art 
explorations that remain equally 
as inspirational. 



